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HIT DICE DEATH SAVES 


Acrobatics 

_#2 Animal Handling 
Arcana 
Athletics 
Deception 


History 


Claws +3 1d4 +2 (slashing) 


Insight 





Intimidation Quarterstaff +4 1d8 + 2 (bludgeoning) 


{f wispom | Investigation 
15 Medicine 


Nature 
M2 pe Perception 
Performance 
7 N Persuasion 
CHARISMA — 
Religion 
Sleight of Hand 


Stealth 


Survival 





SKILLS 


LANGUAGES: Aquan; 
Common: 


Simple weapons & Martial 
weapons; 


OTHER PROFICIENCIES & LANGUAGES EQUIPMENT 





ALIGNMENT 








CLASS & LEVEL BACKGROUND PLAYER NAME 





n/a 
EXPERIENCE POINTS 





| use polysyllabic words that 
convey the impression of 
great erudition. 


PERSONALITY TRAITS 


Knowledge: The path to power and 
self-improvement is through knowledge. 


IDEALS 


I've been searching my whole life 
for the answer to a certain question. 


BONDS 


| am easily distracted by the 
promise of information. 


FLAWS 


SHELL DEFENSE: You can 
withdraw into your shell as an 
action. Until you emerge you 
gain +4 bonus to your AC, and 
you have advantage on strength 
and constitution saving throws. 
While you are in your shell you 
are prone, your speed is 0 and 
can't increase, you have 
disadvantage on dexterity saving 
throws, you can't take reactions, 
and the only action you can take 
is a bonus action to emerge from 
your shell. 


SNEAK ATTACK: Once per turn, 
you can deal an extra 1d6 
damage to one creature you hit 
with an attack if you have 
advantage on the attack roll. The 
attack must use a finesse or a 
ranged weapon. You don't need 
advantage on the attack roll if 
another enemy of the target is 
within 5ft of it, that enemy 

isn't incapacitated, and you don't 
have disadvantage on the attack 
roll. 


FEATURES & TRAITS 
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CHARACTER BACKSTORY 










18 1,8m 190kg 


HEIGHT WEIGHT 





None 
HAIR 


Green 
SKIN 









ALLIES & ORGANIZATIONS 
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HOLD BREATH: You can hold your breath for up to 1 hour ata 
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time. 


ADDITIONAL FEATURES & TRAITS 


TREASURE 









2 


SPELLCASTING 
SPELLCASTING ABILITY 
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Shocking grasp 
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